Precautions 

• This disc contains software for the PlayStation™ home video game console Never use this disc on any other machine, as it 
could damage it. • This disc conforms to PlayStation specifications for the European market only. It cannot be used on foreign- 
specification versions of PlayStation • Read the PlayStation Instruction Manual carefully to ensure correct usage. 

• When inserting this disc in the PlayStation, always place it label side up. • When handling the disc, do not touch the surface 
Hold it by the edge • Keep the disc clean and free of scratches Should the surface become dirty, wipe it gently with a soft cloth. 

• Do not leave the disc near heat sources or in direct sunlight or excessive moisture. • Never attempt to use a cracked or warped 
disc, or one that has been repaired with adhesives. as this could lead to operating errors 



Health Warning 

For your health, rest about 15 minutes for each hour of play. Avoid playing when tired or suffenng from lack of sleep 
Always play in a brightly lighted room, and stay as far from the television screen as possible Some people experience epileptic 
seizures when viewing flashing lights or patterns in our daily environment. These persons may expenence seizures while watching 
TV pictures or playing video games. Even players who have never had any seizures may nonetheless have an undetected epileptic 
condition. Consult your doctor before playing video games if you have an epileptic condition or immediately should you experience 
any of the following symptoms during play: dizziness, altered vision, muscle twitching, other involuntary movements, loss of 
awareness of your surroundings, mental confusion, and / or convulsions. 



See back page of this manual for Customer Service Nos. and Games Hotline Nos. 
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Deathtrap Dungeon, the Beginning 

ang. the Town of Lost Souls, once known as the Town of Plenty is 
ruled with an iron fist by the tyrant Baron Sukumvit. Deep in the 
hillside overlooking Fang, he built a labyrinth of trap-filled 
passageways and rooms populated by stomach-churning creatures 
of evil. He named it Deathtrap Dungeon. All those who opposed 
him were dispatched to the dungeon. None came out alive. Yet the 
Baron was a gambling man at heart and loved notoriety. He let it 
be known that anybody in the lands beyond Fang would be 
welcome to enter the dungeon of their own free will. If they killed 
the supreme beast. Melkor the Red Dragon, and came out alive he 
would offer a purse of 10,000 gold pieces and the freedom 
of the town. The first year, seventeen brave warriors 
attempted The Walk . as it later came to be known. Not 
one reappeared. You have decided that you will attempt 
The Walk , for the reward, or perhaps to free the people of 
Fang from the evil Dragon, and to avenge those that have 
suffered under his foul dominion. 



or three days you enjoy Fangs greatest hospitality and are treated 
like a demi-god - you may be the citizen s saviour, and they are grateful. 
Nevertheless, you cannot help but notice that the celebrations have the I 
air of a wake around them - your wake. Then the day of your trial dawns. 
A trumpet call awakens you from vivid dreams of flaming pits and giant 
black spiders. It is time. 

. head you see the looming hillside and the dark mouth of a tunnel 
disappearing into its inner depths. As you approach, you notice two great 
stone pillars on either side of the tunnel entrance. The pillars are covered with 
ornate carvings: writhing serpents, demons, deities, each seeming to scream a 
silent warning to those who would pass beyond them. 





Starting The Game 

Set up your PlayStation™ game console as per the 
instructions in the Instruction Manual 

Make sure the power is off before inserting or removing a disc 
Insert the Deathtrap Dungeon™ disc and close the disc cover 
Turn on the PlayStation™ game console and follow 
on screen instructions 

It is advised that you do not insert or remove peripherals or 
memory cards once the power is turned on 



Language Selection Screen 



Choose the language you want the game to 
run in with the Directional Buttons and the 
[X] button. If you don't make a selection, 
after 10 seconds. English will be chosen 
as a default. 




The Main Menu 



When you load the game for the first time, after 
the introductory sequence, you will be taken to 
the Main Menu. The Main Menu consists of three 
skulls, impaled on stakes. Selecting a skull 
accesses one of the following: 

New Game 

Load Game 

Setup 

Use the Directional buttons and the [X] button on the Controller to make all 
selections from the Main Menu. 




New Game 

Use the Directional buttons and the [X] button on the Controller to 
make your selections. Press [A] if you want to go back to the 
previous screen. The available selections are: 
Chalndog (Choose the hero to play) 
Red Lotus (Choose the heroine to play) 
Blue Triangle Icon (Takes you back to 
K| \ the previous screen) 



After selection, the game will start 
\ automatically at the first level, the Spire. 

^ 1 Load Game 

Use the Directional buttons and the [X] button to make your 
selections. Press [A] if you want to go back to the previous 
screen. The available selections are: 
Continue Last Game (Loads the game from the last save point) 
Choose a level to play (Brings up a list 
of levels and sub -levels) 
Blue Triangle Icon (Takes you back to the previous screen) 



The other levels below "Spire I \ The Gatehouse" cannot be accessed 
individually until you have completed them in the correct sequence. Once 
you have completed a level, you can always go back and play that level or 

. sub-level again via the Load Game menu. Note 

that if you play one of the levels you have already 
completed, your hero will begin that level without 
any of the objects he or she may have picked up 
in the campaign game. Thus you can play all or 
some of the campaign game from beginning to 
end, and then go back and selectively play 
1 your favourite levels individually. 



Set Up 



Selecting this skull from the Main Menu takes you to the workbench 
of an insane Chaos Alchemist Torturer. Use the Directional buttons 
and the [X] button to select. Press [A] if you want to go back to the 
previous screen. The available selections are: 
The tar (Sound Setup) 

The Meat Cleaver | 
(Default Controller Configuration) 

The Brain (Load and Save Configuration) ^ 
The Blue Triangle Icon (Takes you 
back to the previous screen) 

The Ear-Sound Set Up 

Below the man stretched out on a rack is a skeletal scroll-bar. 
Selecting the minus or plus symbols with the Directional 
button and the [X] button will reduce/increase the volume of 
sound effects in the game. Listen to the screams of the man on 
the rack to select your preferred volume level. Below the Ore- 
band is another scroll-bar. This works in the same way as the Sound 
FX bar. but controls the music volume in the game. Listen to the band 
and choose your preferred music volume. Press [A] if you want to go 
back to the previous screen. The available selections are: 

The Rack. Place the sword icon over the +/- 
symbol with the Directional Buttons. Press 

and hold the [X] button to increase/decrease 9fe"* 
Sound FX volume 

The Band. Place the sword icon over the +/- 
symbol with the Directional Buttons. Press 
and hold the [X] button to increase/decrease 

Music volume I =— 

The Blue Triangle Icon (Takes you back to the previous screen) 
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In Game Menu - The Start Button 



Selecting the [Start] button during 
the game pauses the game and 
gives you three options. Use the 
up or down Directional buttons 
and the [Start] button to make 
your selections. The available 



i(urc to main menu \ lanes you 10 ine main menu; 

In Game Menu - Saving The Game 

To save the game, you need a Memory card in Memory card 
slot 1 of the PlayStation™ , with at least one free block or a 
previously saved Deathtrap Dungeon game. Only one saved 
game is possible per Memory card. Each time you save, the 
existing saved game will be overwritten. 



You can only save the game when Chaindog or Red Lotus is at an 
eligible Save Point in the level you are playing. These Save Points are 
designated in the game by floating Deathtrap Dungeon Skulls. Skulls 
with a glowing white aura cost nothing to save at, but if you want to save 
at a Skull with a glowing red aura, you will i 
need to pay 5 Gold Coins. Crowns are worth * 
3 Gold Coins. Your gold is recorded as an Icon 
with the spells, weapons and charms menus. 
When you are near to one of these points, then 
you can save the game. You can only have one 
saved game at any time. 




• Press the [~1] button to save the game when at a Save point 



Controlling Your Hero 



These controller commands are defaults only. You can customize your 
controls via the Main Menu, selecting Setup, and then selecting the 

Meat Cleaver. 




[Directional button Up] Walk Forward 

[Directional button Left] Turn Left 

[Directional button Right] Turn Right 

[Directional button Down] Walk Back 

[O] Run 
[O] plus Directional button 

Down Run Backwards 

[L2] plus Directional button 

Left or Right Shuffle 

[L2] plus Directional button 

Up or Down Shuffle Forward or Back 
If on a ledge, your character is guaranteed not to fall off the edge whilst shuffling. 



Shuffle Forward or Back 





[ X ] and Directional button Up 


Overhead Cut 




[X] 


Thrust 




[ X ] and Directional button 






Right or Left 


Slash 




[Rl] 


Parry 




[Ll] 


Cast selected spell 




[X] 


Shoot ranged weapon 







Various combinations of hacking, slashing, thrusting and parrying are 
possible by pressing [ X ] and a Directional button. Holding down the [ X ] 
button and a Directional button will initiate a special combat 
sequence. Practice a little first. If you have selected a Ranged 
Weapon, pressing [ X ] will fire that weapon instead. Hitting the [LI] 
button casts your currently selected spell. Spells can be cast while 
the Hero or Heroine has a weapon selected. Deathtrap Dungeon™ 
uses an auto-aiming system. You will fire at the nearest target in line 
of sight. To fine-tune the direction in which you fire, press the [R2] 
button to enter first person view, and use the Directional buttons to 
move your line of sight around the screen. Fire when ready! 
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Miscellaneous 



[Start] button 


Pauses game and gives 
access to the Main Menu 


[□] 


Activate or use an object, 
for example, opening a 
door, operating a lift, or 
pulling a lever. 


[R2] 


Selects first-person view. 



Move the Directional buttons to look around and press [ X ] to fire a 
ranged weapon in that direction. 
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[Select] button 



Pauses the game and 
brings up the inventory. 



■ I I 




jumping and Climbing 




r 



A 



[A] 


Jump straight up. If 
walking or running, you 
will leap forward. The 
faster you are running the 
further you will leap. 


There is a jump indicator in the top left of the screen 
indicating your maximum possible jump distance. 


[A] and Directional button 
Left or Right 


Jump to the left or right 


[A] and Directional 
button Down 


Jump Backwards 



If you hit [A] whilst facing a wall or block, he or she will climb 
up it, if possible. When the character jumps on the spot, then 
the climb s too high for him or her. 




Activating Things, Searching For Things 

Levers, doors, platforms and other devices are generally operated by 
moving close to the device and pressing the [H] button. This might, for 
example, open an unlocked chest, start a platform moving, reveal a hidden 
door, or even activate a trap, killing your character! 

Health 

Chaindog and Red Lotus start the game with 100 hit points. 
If this total is ever reduced to zero, you re dead. So watch 
it carefully. Hit points are displayed as a number beside 
the white skull in the top left hand corner of your 
screen. As you become dangerously low on health. 

the skull will start to flash red. 




Finding Your Way Around 

You can mark the floor of the dungeon with a chalk arrow. If you 
select the chalk from the Ranged Weapons Menu, then this will mark 
the floor with the chalk arrow. You have a limited supply of chalk, 
but the stock is renewed at the beginning of every new level. Use it 
to navigate the labyrinthine depths of the dungeon. 



To use the Chalk, press [Select], cycle to the Ranged Weapons 
menu with the Up and Down Directional buttons, then use the 
Left and Right Directional buttons to highlight the chalk, then 



use the [X] button to confirm. • 1 

Poison 5pr , 

TT 

If you are poisoned, a green skull 
icon will appear. One antidote 
charm, when used, will remove 

one poison Icon - otherwise you will 

begin to lose health points at a steady rate until you die horribly. 



Duration Of Spells, Potions & Swords 

Spells are picked up and stored. You can use them at will. A spell s effect 
is instantaneous. Most potions and charms can be stored and used at 
will. However, the duration of a potion or charms' effect is limited. 
Whenever a potion or charm is activated an icon will appear on the left of 
the screen and/or a special effect will appear around your character, along 
with a short text message. When the icon or special effect has faded, then 
the effect of the potion or charm has expired. 

The magical swords (Red. Venom. Silver and Black Spirit swords) are 
special cases. Their power wanes with use, until they are drained completely, 
and fade out of existence. Picking up another one of these swords will 
replace the old one with the new, fully charged sword, as you can 
only ever have one of each. 





" The standard armament of any Deathtrap contestant. It will 
./ serve while you look for something more suitable. And you 
l| will need something more suitable, especially in the 
deeper levels! Type: 

2: Warhammer 

— A highly satisfactory way to crush the skulls 
of the enemy. Slow, but devastating. 
Type: 

~ Several Red Swords may be found in Deathtrap 
Dungeon (fortunately for you). The Red Sword is a 

I powerful weapon, and also the bane of dragons and 

demons. Its power wanes after prolonged use, so think 
carefully when to use it. Type: \l/Red Magic 




~ The Spiritsword is a devastating weapon, capable of 

inflicting great damage. But beware, for every wound dealt to 

| an opponent, the wielder suffers equally. Make sure you have 

plenty of healing available - the Ankh of Vitality, for instance, is an ideal 
complement to the Spiritsword. The Sword's power wanes with use 
Type: Jged/Bluck Magic 



~ I Blessed by the Elvish priests of the White Lord, the Silver Sword is 
f the bane of the Undead. and will send their shrieking souls back to 
1 hell. After prolonged use it loses its power, and the spells that bind it 
fail. The Sword will then dissolve. Type: 



it will be added to the total ammo for that weapon (assuming you have 
the weapon). If you are carrying the full amount of ammo for a 
particular weapon you will be unable to pick up any more ammo for 
that weapon, until it is depleted a little. 

Use the Left and Right Directional buttons and the [X] button to 
make your selection. 

[X] fires the weapon. 

i5o] A dwarven invention, the Blunderbuss uses the alchemists 
black powder to throw clouds of nails and lead 

I shot at the enemy. Very effective, but ammunition 

is difficult to come by. Type: 



i] Powerful thrown weapons, with a short fuse. Make 
sure you don t get caught in the blast from your own 

| bomb - many a rash adventurer has blown himself to 

kingdom come! Pressing the [X] button will throw the bomb. The 
longer you hold down the [X] button before releasing, the further the 
bomb will be thrown. Type: 

3: Grenadier's Companion 

r 24] A device invented by the Ratmen, who aren't always as stupid as 
they look. The Companion' launches deadly sulfurous grenades at 
I the enemy. Type: 



• ioo] The Infernal Device relies on the magical black powder of the 

Alchemists of Chaos to hurl firework missiles of great power at the 

enemy. Rare, so use wisely. Firework ammunition is rarer still 

Type: 




I : Firefly 



A charming charm that sends a river of light flowing around 
your body, like little sparkling fireflies. Useful in those dark 
and dreadful places (i.e. everywhere). 



p~~ $1 Another useful spell for wanderers in the deep dark places 
of the world. The Starspell fires a ball of bright light that 
banishes the shadows of the underworld s eternal night as 

it passes. It also damages the Undead. Type: 



Standard sorcerous weaponry, this spell hurls a ball 
of fire at the enemy. 

Type: Explosive /Red Magic 



F $1 Hurls a cloud of razor sharp blades through the air. 

Anyone caught in its path feels a tad cut up about it. 
: ' I to put it mildly. Type: Fdged/Grey Magic 



5: |*tspell 

I El Fires an avalanche of exploding rocks at the enemy. Stone em 
•j J single-handedly, but try and make sure you don t get caught in 
the blast. Only one of this powerful spell can be held at any tim 

Type: Blunt/Grey Magic 



~~ I Ouch!! Only one of 
spell can be held at a 
L^8*| Tff* Edged/Grey Ma 
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3: Strength 



When used, the strength potion increases the damage you 
inflict. A lot. Opponents will fall beneath your sword like 
wheat. Use wisely, and enjoy while it lasts! 



These potions greatly increase your speed. You will be 
able to run faster, and generally run rings round your 
enemy whilst the effects last. 



JT I A must for every adventurer who seriously considers taking on 
dragons. The Charm of Icy Cool helps the bearer resist the 

I burning effects of fire for a brief time. Use wisely - and 

remember, it isn t just dragons who will use fire against you. 



6: Warding 

W~ I The Charm of Warding was created by the wizard 

Nicodemus. for use in his forays into the orcish 
I | warrens. It absorbs some of the damage inflicted upon 



you by over-zealous denizens of the dungeon by intercepting the 
attack with a magical shield. The effects of the Charm last until all the 
shields are destroyed. Use when you think you re in for a tough battle. 



7: Ant! -magic Charm 

IT I This charm absorbs the baneful effects of hostile magic. 

' When the charm is used up. it disappears. 
| so keep an eye on the number 



of charms you have left. 




8: Invisibility 

UThe Invisibility charm renders you invisible for a brief period of time. 
Incredibly useful when faced with overwhelming odds or creatures you 
have no hope of defeating. Actually, that s likely to be quite often. And 
Invisibility charms are really not very common. 
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Customer Helpline 



If you require technical assistance, call the Technical Support helpline on: 
070000 HELPLINE or 0121 356 0831 or e-mail us on 
Techsupport@eidosinteractive.co.uk 



All telephone charges incurred by you in connection with this facility will 
be met by you. Eidos Interactive shall pay postage costs in returning to 
you any program which is returned to Eidos Interactive by you under this 
agreement but shall not be responsible for postage costs incurred by you 
in returning the program to Eidos Interactive. 



Limited Warranty 



Eidos Interactive reserves the right to make improvements in the product 

described in this manual, at any time and without notice. Eidos Interactive 

makes no warranties expressed or implied, with respect to this 

manufactured material, its quality, merchantability 

or fitness for any particular purpose. If any f^m* 

defect arises during the 90 day limited 

warranty on the product itself (i.e. not the 

software program, which is provided "as is"). * 

return it in its original condition to the point of ^PL — 

purchase. Proof of purchase required to effect ^^BR^^^ 

the 90 day warranty. 





Customer Service Numbers Games Hotlines 



• Australia 


-02 9878 0533 


• Austria 


-0450 199 000 500- 


• Belgium 


-02/502 05 93- 


• Denmark 


-31 23 24 04- 


• France 


-01 40 88 04 88- 


• Germany 


-0190 578 578- 


• Greece 


- (00 301) 6777701- 



* Ireland — (01) 4054022 



« Italy 0039 6 33074214 

• Netherlands 0495 544 562 

• New Zealand 09 479 7459 

• Norway 66 79 96 20 

• Portugal - (01) 318 7306 

-Spain —902 102 102 

• Sweden 08 510 196 00 

• Switzerland 052 243 0 555 

• UK— 0990 99 88 77— —0891 669922* 



'Anyone under 18 years ol age must obtain permission from the person who pays the telephone bill. This call costs 
50p per minute at all times. Service operated in the UK only by Eidos Interactive Limited. 



